Enhanced Learning and Human-Computer Interaction requires a significant evaluation, Collaboration method was developed in the form of an e-learning website. The evaluation is done with WebQual 4.0 and modeled in several variables. Based on the evaluation obtained e-learning website sasmoko.com can be said enough quality significantly at α <0.05 and the most decisive improvement of e-learning website sasmoko.com is on the usability.
I. INTRODUCTION
The indirect effects of education include improving the economy of a society, which ultimately affects the country's economy [1] . One that supports education, especially higher education that affects technology is [2] . The technology itself is continuously developed and has a significant impact on improving the teaching and learning process that is characterized by aspects of globalization [3] . On the other hand, everyone has different learning styles and may also have learning difficulties that require more effort to improve his ability [4] . Many approaches to learning include multisensory approaches and repetition of learning indirectly into techniques for providing technology enhanced learning (TEL).
TEL is a dynamic concept and the most widely implemented education world because TEL is designed to improve one's learning aspect [5] , [6] . Many types of platforms are used to provide TEL services, ranging from without using the internet or using the internet. Given the current development of the internet, TEL services are more considered to use the website in order to support educational optimization [7] .
In general, the website aims to attract many users so that the quality of the website will impact on user satisfaction in utilizing the website [7] . Therefore, the functionality of the website against the target users is needed. Such functionality is within the area of human-computer interaction (HCI) and requires the psychological aspects of a person.
Based on these things then designed a website e-learning Sasmoko.com based on the integration of TEL and HCI. This website is designed according to the course curriculum. To prove the functionality and quality of the website, the test is done by students in Indonesia as many as 30 people.
II. RESEARCH METHOD

A. Website Pattern Design
Website pattern design has several types, including Forms and Controls, Model-View-Controller (MVC), Model-View-ViewModel (MVVM) and Model-ViewPresenter (MVP). The types of patterns are analyzed in table 1 [8] . Based on table 1, MVP is the selection of appropriate development patterns to create a website, as there is a full control system from presenters to view and model, so testing is easier and the solution can be reused for frequent recurring problems.
B. Technology Enhance learning (TEL)
There are 3 areas that must be understood to make TEL [9] :
• Social: Social activities are very helpful in improving the quality of students. The culture of cooperation will increase the active involvement of learners and encourage the participation of other learners.
• Technological: The technology created does not have to focus on specific services, but it is preferred for the learning function and its application in the long run, where the technology has the option to increase students' confidence in managing and solving problems or difficulties.
• Methodological: Creativity that enables learners to explore technologies provided with a "learn to learn" approach to improving self-study skills, as well as preparing for learning new tools and transitions between technologies if the old technology is out of use.
C. Human Computer Interaction (HCI)
HCI has been around for half a century. Until now, there are still many people who do research to increase the attractiveness of the technology that made using the concept of HCI. Researching the history of HCI alone is not enough, as it is currently required to uncover patterns and challenges of the user's need for technology to evolve dynamically [10] . HCI research often involves many participants with the psychological aspect as the most dominant aspect [11] , [12] . These aspects are [13] :
• User interface (UI) is anything that is designed as an information giver that interacts with the user.
• User experience (UX) is the art of planning or designing applications related to user satisfaction.
D. WebQual 4.0
The quality of the website is based on the quality function deployment (QFD), which serves to identify the opinions of users at each stage of development or implementation of a product or service [14] . The quality determination of each product or service varies, to determine the quality of the website used WebQual. WebQual is usability, information quality, service interaction and overall website quality.
III. RESULTS AND ANALYSIS
There are 34 items used to measure Quality of E-learning Website Sasmoko.com. The indicator can be seen in table 2. The trial of e-learning website quality instrument sasmoko.com is aimed at 30 users (students) with criteria 0.361. Of the 32 items planned, after an Orthogonal Iteration calculation 3 times, yielded "valid instrument" as the final instrument with only 23 items. The results are as in table 2. Based on the valid instrument, the reliability index produced through the Cronbach Alpha formula is 0.927 (see table 4 ). In proving each variable, set each with 3 (three) categories that result in the following table. Based on these results, it can be concluded that the e-learning website sasmoko.com quite qualified significantly at α <0,05 (see table  3 ).
Individual influence analysis of information Quality (X1), Service Interaction Quality (X2), Usability (X3), Usefulness Content (X4), Adequacy Information (X5), and Accessibility (X6) to endogenous variables ie Quality of E-Learning Website Sasmoko.Com (Y) can be seen summarized in Table 4 . The results of the analysis found that Usability (X3) is the most powerful indicator to determine the quality improvement of e-learning website sasmoko.com (Y). If usability (X3) is improved through one program, then the quality will increase 1,616 times from the current website condition. Graphically can be seen in figure 1 
IV. DISCUSSIONS AND CONCLUSIONS
The results showed that usability is the most decisive indicator of the quality improvement of e-learning sasmoko.com website. Usability is one of the factors that can show how far e-learning can be utilized by users easily, easy to learn so that users feel comfortable in operating the elearning. Usability also refers to the level of user satisfaction. Therefore, it is very important for e-learning application developers to be able to pay attention to usability factors so elearning can provide optimal impact for users. 
